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INTRODUCTION 


This supplement provides information for Sentient Weapons, a special type of magic item, under the Basic Fantasy 
Role-Playing Game rule system. If you do not already have a copy of the Basic Fantasy RPG rules, please visit the 


website and download a copy. 


SENTIENT WEAPONS 


Some magic weapons have an intelligence all their own. 
Only weapons proper (i.e. not ammunition) will be 
intelligent, and it is unusual for a sentient weapon to be 
smaller than a shortsword. These weapons think and feel 
the same way characters do and should be treated much 
like NPCs. Sentient weapons have extra abilities and 
sometimes extraordinary powers and special purposes. In 
general, less than 1% of eligible magic weapons have 
intelligence; it is recommended that the GM place each 
one specially, and not give them out as part of randomly 
generated treasures. 


Sentient weapons (also called “intelligent weapons”) do 
not have the same sort of sentience as ordinary creatures. 
For instance, regardless of the stated intelligence score of 
a sentient weapon, they are not capable of extended 
thinking or planning, or any sort of design or engineering 
tasks. Sentient weapons have poor memories, 
remembering only the most important events of their 
existence. A very old sentient weapon might remember 
only its most famous (or infamous) wielders, and only the 
most significant battles in which it was wielded. 


Unlike most magic items, sentient weapons can activate 
their own powers without waiting for a command word 
from their owner. A sentient weapon acts when its owner 
acts in initiative order, but acts of its own accord. 


Weapon Affiliation or Purpose 


Sentient weapons are created for some specific purpose. 
Generally, this is manifested as the weapon's affiliation. A 
weapon may be affiliated with a religious association, a 
specific race, or some other group or order. An affiliated 
weapon will prefer to be utilized by members of the 
affiliated group; further, the weapon will avoid at all costs 
working against the interests of the affiliated group. So, a 
weapon affiliated to the Elves of the White Forest might 
permit a human to use it if no better choice is available, 
but the weapon would still resist being used against the 
Elves of the White Forest. 


Alternately, a sentient weapon might be created to follow 
some particular philosophy or mission, at the GM's 
option. The wielder of such a weapon must behave in 
support of the weapon's philosophy or mission, or at least 
not against it, in order to be granted the advantages the 
weapon possesses. 


Some sentient weapons also have a specific purpose, 
typically to fight some particular type of foe. Obviously, 
the affiliation and purpose of the weapon must not 
conflict. For instance, a weapon might have been created 
to defend the elves from trolls; thus, the weapon is 
affiliated with the elves, but fighting trolls is its purpose. 
The weapon will prefer to act in accordance with its 
purpose; for example, the aforementioned elf-made 
weapon created to fight trolls would prefer to be in the 
hands of an elf warrior fighting trolls. However, in the 
absence of a troll to fight, the weapon would find fighting 
orcs or dragons equally acceptable, just as it would likely 
tolerate being used by a human in the absence of a 
qualified elf wielder. There is no table or die roll to 
determine whether or not a sentient weapon has a 
purpose; this is up to the GM to decide. 


A sentient weapon will naturally prefer some wielders 
over others, based on its affiliation and/or purpose. A 
sentient weapon which does not like its wielder may 
choose to hide its nature, pretending to be a common sort 
of magic weapon, until it is in the hands of someone it 
prefers. Alternately, such a weapon may choose to inflict 
damage directly on the wielder when it is drawn or 
handled, doing 2d4 points of fire or electrical damage per 
round so long as it is held. A sentient weapon may even 
choose to act as a cursed weapon, with a penalty equal to 
its usual bonus (-2 vs. +2 for example). One final option 
for a sentient weapon is to attempt to control the 
unwanted wielder (as explained below). 
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Intelligence of Weapon 























Lesser Greater 
d20 Intelligence Powers Powers 
1-5 8 1 
6-10 9 2 - 
11-14 10 3 — 
15-17 11 3 1 
18-19 12 3 2 
20 13 4 3 





Weapons with less than 9 Intelligence communicate by 
means of empathy: the possessor feels urges and 
sometimes emotions from the weapon that encourage or 
discourage certain courses of action. The weapon can 
understand the intent or desire of the wielder (with some 
limitations). Weapons having 9 or higher Intelligence will 
be able to speak. 


Languages Spoken By Weapon 


Sentient weapons which can speak will know Common 
(or the racial language of the weapon's creator, if that is 
different from Common) as well as one additional 
language per point of Intelligence above 9. Choose 
appropriate languages, taking into account the weapon's 
origin, affiliation, and purpose (if any). 


Sensory Abilities 


A sentient weapon typically has about the same visual 
and auditory abilities as its creator had; so Human-made 
weapons cannot see in the dark, but Elven or Dwarven 
weapons have Darkvision. A sentient weapon may also 
have powers granting additional sensory abilities. 


Sentient Weapon Powers 


Each sentient weapon will have a number of lesser and 
greater powers, as determined on the table above. Lesser 
powers are primarily detection abilities, when the sword 
activates one of these powers, it can scan an adjacent 
area 10' wide by 20' deep each round for up to a turn. A 
sword can activate only one lesser power at a time, and 
each such power can be used up to 6 times per day. 


Greater powers are, in effect, spells, each sentient 
weapon which has greater powers will be able to activate 
each one up to 3 times per day, for at most 1d4+1 turns 
each time (for those powers which are not instantaneous). 
Though the sword chooses when to use its powers, once 
activated they are under the control of the wielder (so, for 
instance, the wielder controls any illusions created by the 
Phantasmal Force power). A list of suggested greater 
powers is provided below, but the GM may add any spells 


SENTIENT WEAPONS 


he or she sees fit. Note that offensive spells are not 
usually granted to a weapon, since the weapon is its own 
offense. 


Lesser Powers 




















% Roll Power 

01-15 Detect Gems and Jewels 

16-20 Detect Illusion 

21-35 Detect Invisible 

36-50 Detect Magic 

51-60 Detect Metal 

61-70 Detect Secret Doors 

71-75 Detect Shifting Walls and Rooms 
76-80 Detect Sloping Passages 

81-00 Detect Traps 


Greater Powers 














% Roll Power 

01-09 Clairaudience (as the potion) 
10-20 Clairvoyance (as the spell) 
21-37 ESP (as the spell) 

38-45 Flying (as the spell) 

46-60 Cure Light Wounds (as the spell) 
61-74 Levitation (as the spell) 

75-81 Phantasmal Force (as the spell) 
82-87 Telepathy (as the helm) 

88-91 Teleport (as the spell) 

92-00 X-Ray Vision (as the ring) 





Sentient Weapon Ego 


Ego is a measure of the total power and force of 
personality that a sentient weapon possesses. To 
calculate a sentient weapon's ego, add together its 
Inteligence and combat bonus, plus 1 point for each 
lesser power and 2 points for each greater power. For 
weapons having more than one combat bonus, the 
weapon's ego may actually change when in the presence 
of creatures that would receive the higher figure. 
Consider a Longsword +1, +3 vs. Regenerators; in the 
presence of trolls, the sword's ego rises two points. 


SENTIENT WEAPONS 


Weapons vs. Wielders 


A sentient weapon is always true to its affiliation (and 
purpose, if it has one). If the character who possesses the 
weapon is not true to that affiliation or purpose, 
personality conflict (weapon against character) results. 


A character's ego is equal to his or her Intelligence and 
Wisdom added together; this figure is reduced by half the 
Wisdom score if the character has half or less of his or her 
hit points remaining. 


When a personality conflict occurs, the possessor's ego is 
compared to the weapons ego; if the weapon has a higher 
ego score (not merely equal), the character must make a 
saving throw vs. Spells. Failure of the save means that 
the weapon takes control of the character. If the save is 
made, the weapon can force another such check each 
round, until the roll is failed or the character releases the 
weapon (including sheathing it). Of course, if the 
situation which is causing the weapon to seek control 
passes before the wielder fails a save, the weapon will 
stop trying to take control. 


Control lasts for one day or until a critical situation occurs 
(such as a major battle, a serious threat to either the 
weapon or the character, and so on), which forces 
another personality conflict check to be made. Should a 
weapon gain control, the character behaves as if 
charmed, doing the weapon's will. This may include: 


e Removal of associates or items whose goals or 
personality are distasteful to the item. 
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e Causing the character to give away all other magic 
items or items of a certain type. 


e Immediately seeking out and slaying creatures hateful 
to the weapon. 


e Causing the character to relinquish the weapon in favor 
of a more suitable possessor due to personality 
differences or conduct. 


e Forcing its possessor into combat. 
e Forcing its possessor to surrender to an opponent. 
e Cause the character to drop the weapon. 


Naturally, such actions are unlikely when harmony reigns 
between the character’s and item’s affiliations or when 
their purposes and personalities are well matched. Even 
so, an item might wish to have a lesser character possess 
it in order to easily establish and maintain dominance, or 
a more powerful possessor so as to better accomplish its 
goals. 


All magic items with personalities desire to play an 
important role in whatever activity is under way, 
particularly combat. Such items are rivals of each other, 
even if they have the same affiliation. No sentient 
weapon wants to share its wielder with others. 


Items with personalities are never totally controlled or 
silenced by the characters who possess them, even 
though the items may never successfully control their 
possessors. 
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SENTIENT WEAPONS 


Open Game License 


INTRODUCTION 


Sentient Weapons: A Basic Fantasy Supplement (hereinafter “the Supplement”) 
is based on the System Reference Document v3.5 ("SRD"), which is Open 
Game Content. The text of the Open Game License itself is not Open Game 
Content. Instructions on using the License are provided within the License itself. 


Designation of Open Game Content: The entire text of the Supplement 
(except the Open Game License, as noted above) is Open Game Content, 
released under the Open Game License, Version 1.0a (reproduced below) as 
described in Section 1(d) of the License. Artwork incorporated in this 
document is not Open Game Content, and remains the property of the 
copyright holder. 


Designation of Product Identity: Product identity is not Open Game Content. 
The following is designated as product identity pursuant to OGL v1.0a(1)(e) 
and (7): (A) product and product line names, including Basic Fantasy Role- 
Playing Game, Basic Fantasy RPG, and BFRPG, as well as the phrase “make 
mine Basic”; (B) all artwork, logos, symbols, graphic designs, depictions, 
likenesses, formats, poses, concepts, themes and graphic, photographic and 
other visual representations, including the “eye” logo, which is the personal 
mark of Chris Gonnerman for his various products, and which is Copyright © 
2002 Chris Gonnerman, and the “Scribbled Dragon,” which is Copyright © 2005 
Erik Wilson; (C) logos and trademarks, including any trademark or registered 
trademark clearly identified as product identity by the owner of the product 
identity, and which specifically excludes the open game content. 


More information on the Open Game License can be found at: 
http://www.wizards.com/d20 
OPEN GAME LICENSE VERSION 1.0A 


The following text is the property of Wizards of the Coast, Inc. and is Copyright 
2000 Wizards of the Coast, Inc ("Wizards"). All Rights Reserved. 


1. Definitions: (a)"Contributors" means the copyright and/or trademark owners 
who have contributed Open Game Content; (b)"Derivative Material" means 
copyrighted material including derivative works and translations (including into 
other computer languages), potation, modification, correction, addition, 
extension, upgrade, improvement, compilation, abridgment or other form in 
which an existing work may be recast, transformed or adapted; (c) "Distribute" 
means to reproduce, license, rent, lease, sell, broadcast, publicly display, 
transmit or otherwise distribute; (d)"Open Game Content" means the game 
mechanic and includes the methods, procedures, processes and routines to 
the extent such content does not embody the Product Identity and is an 
enhancement over the prior art and any additional content clearly identified 
as Open Game Content by the Contributor, and means any work covered by 
this License, including translations and derivative works under copyright law, 
but specifically excludes Product Identity. (e) "Product Identity" means product 
and product line names, logos and identifying marks including trade dress; 
artifacts; creatures characters; stories, storylines, plots, thematic elements, 
dialogue, incidents, language, artwork, symbols, designs, depictions, 
likenesses, formats, poses, concepts, themes and graphic, photographic and 
other visual or audio representations; names and descriptions of characters, 
spells, enchantments, personalities, teams, personas, likenesses and special 
abilities; places, locations, environments, creatures, equipment, magical or 
supernatural abilities or effects, logos, symbols, or graphic designs; and any 
other trademark or registered trademark clearly identified as Product identity 
by the owner of the Product Identity, and which specifically excludes the 
Open Game Content; (f) "Trademark" means the logos, names, mark, sign, 
motto, designs that are used by a Contributor to identify itself or its products or 
the associated products contributed to the Open Game License by the 
Contributor (g) "Use", "Used" or "Using" means to use, Distribute, copy, edit, 
format, modify, translate and otherwise create Derivative Material of Open 
Game Content. (h) "You" or "Your" means the licensee in terms of this 
agreement. 


2. The License: This License applies to any Open Game Content that contains 
a notice indicating that the Open Game Content may only be Used under 
and in terms of this License. You must affix such a notice to any Open Game 
Content that you Use. No terms may be added to or subtracted from this 
License except as described by the License itself. No other terms or conditions 
may be applied to any Open Game Content distributed using this License. 


3.Offer and Acceptance: By Using the Open Game Content You indicate Your 
acceptance of the terms of this License. 


4. Grant and Consideration: In consideration for agreeing to use this License, 
the Contributors grant You a perpetual, worldwide, royalty-free, non-exclusive 
license with the exact terms of this License to Use, the Open Game Content. 


5.Representation of Authority to Contribute: If You are contributing original 
material as Open Game Content, You represent that Your Contributions are 
Your original creation and/or You have sufficient rights to grant the rights 
conveyed by this License. 


6.Notice of License Copyright: You must update the COPYRIGHT NOTICE 
portion of this License to include the exact text of the COPYRIGHT NOTICE of 
any Open Game Content You are copying, modifying or distributing, and You 
must add the title, the copyright date, and the copyright holder's name to the 
COPYRIGHT NOTICE of any original Open Game Content you Distribute. 


7. Use of Product Identity: You agree not to Use any Product Identity, including 
as an indication as to compatibility, except as expressly licensed in another, 
independent Agreement with the owner of each element of that Product 
Identity. You agree not to indicate compatibility or co-adaptability with any 
Trademark or Registered Trademark in conjunction with a work containing 
Open Game Content except as expressly licensed in another, independent 
Agreement with the owner of such Trademark or Registered Trademark. The 
use of any Product Identity in Open Game Content does not constitute a 
challenge to the ownership of that Product Identity. The owner of any Product 
Identity used in Open Game Content shall retain all rights, title and interest in 
and to that Product Identity. 


8. Identification: If you distribute Open Game Content You must clearly 
indicate which portions of the work that you are distributing are Open Game 
Content. 














9. Updating the License: Wizards or its designated Agents may publish 
updated versions of this License. You may use any authorized version of this 
License to copy, modify and distribute any Open Game Content originally 
distributed under any version of this License. 


0. Copy of this License: You MUST include a copy of this License with every 
copy of the Open Game Content You Distribute. 


1. Use of Contributor Credits: You may not market or advertise the Open 
Game Content using the name of any Contributor unless You have written 
permission from the Contributor to do so. 


2. Inability to Comply: If it is impossible for You to comply with any of the terms 
of this License with respect to some or all of the Open Game Content due to 
statute, judicial order, or governmental regulation then You may not Use any 
Open Game Material so affected. 


3. Termination: This License will terminate automatically if You fail to comply 
with all terms herein and fail to cure such breach within 30 days of becoming 
aware of the breach. All sublicenses shall survive the termination of this 
License. 





4. Reformation: If any provision of this License is held to be unenforceable, 
such provision shall be reformed only to the extent necessary to make it 
enforceable. 


5. COPYRIGHT NOTICE 
Open Game License v 1.0 Copyright 2000, Wizards of the Coast, Inc. 








System Reference Document Copyright 2000-2003, Wizards of the Coast, Inc.; 
Authors Jonathan Tweet, Monte Cook, Skip Williams, Rich Baker, Andy Collins, 
David Noonan, Rich Redman, Bruce R. Cordell, John D. Rateliff, Thomas Reid, 
James Wyatt, based on original material by E. Gary Gygax and Dave Arneson. 


Basic Fantasy Role-Playing Game Copyright © 2006-2008 Chris Gonnerman. 


Sentient Weapons: A Basic Fantasy Supplement Copyright © 2009-2017 Chris 
Gonnerman. 


END OF LICENSE 


